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Abstract Gamification can be more fun and interesting than boring and it can be used for variety of
educational subjects. Through the fun and flow of the learner, the learner understands the meaning and
context of the problem to be solved. It will be able to collect, analyze and creatively solve data in a
way that computers understand. Training through gamification will be an effective and memorable
coding education for the efficient learning of coding education among the newly designated
compulsory education. It is considered to be highly useful as a convergence study to increase tourism
experience. Currently, in the field of school, coding education is mainly conducted using entry and
scratch, which are educational programming languages, and coding education using gamification is not
extensively used in the current education field. It is also expected to be used to increase the tourism

experience, and it can be used to enhance the learner's computational thinking ability and creativity.
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Table 2. A study on the utilization of gamification to
increase tourism experience

e Computational Factor of Tourism
Gamification A .
thinking experience
. D siti .
Time ecomposition Spend time
ability
L. Improvement of
Pattern Recognition .
Feedback e interpersonal
ability . .
relationship
Restricted block . e Knowledge
! Abstraction ability vieds
commands acquisition
Play game Algorithm ability Daily escape
through coding ’ o
Simulation Coding ability Education
Fun and flow Learning ability Fun and flow
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